OF TWO MINDS: OFFERING MORE THAN ONE TECHNOLOGY CHOICE CHANGES THE COGNITIVE PROCESSES USED TO FORM PERCEPTIONS OF USEFULNESS AND EASE OF USE EXTENDED ABSTRACT
In this work, we examine the impact of expanded choice on cognitive mechanisms underlying technology acceptance.
Based on evolutionary psychology, we propose that when human beings are faced with a choice among alternatives, they engage different cognitive mechanisms than they do when faced with a take-it-or-leave-it decision (Schwartz, 2004) . Specifically, we hypothesize that negativity (the negative dimension of attitude) and positivity (the positive dimension of attitude) have different impacts on important antecedents of technology acceptance, depending on whether decision makers are facing one technology or multiple technologies. We conduct an experiment in online gaming and find that this is, in fact, the case. Thus, we make the call for researchers to consider the number of choices as an important factor in the cognitive evaluation of the technology acceptance decision.
Our theory can be summarized as follows. The human mind is composed of a variety of specialized problem solving modules (Cosmides and Tooby, 1992; Pinker, 1994) . Attitudes are bivariate, consisting of distinct, independent positivity and negativity dimensions (Cacioppo and Berntson, 1994; Thompson, 1995) . A different module is engaged when people are presented with a take-itor-leave it choice than when they are presented with a choice among alternatives (Schwartz, 2004) . Both of these modules convert positivity and negativity into evaluative judgments (Fishbein and Ajzen, 1975) .
We propose that the difference in the mental modules is that they assign different weights to positivity and negativity (see Error! Reference source not found.). Therefore, a person may make a different decision about using a system, depending on whether the individual is presented with one system or a choice of systems. Specifically, a person's evaluative judgment about the ease of use or usefulness of a system will be different if the system is presented as a take-it-or-leave it choice, than it will be if the same system is presented as a choice among alternatives. This theory represents a major issue for IS researchers and practitioners because the internet has changed many choices from a take-it-or-leave it decision to a choice among alternatives.
The subjects for the experiment were undergraduate students at a large university, and received extra credit for their participation. Students were asked to evaluate one or both of two online gaming sites-Goldtoken (www.goldtoken.com) or Games (www.games.com). In total we received 268 useable responses.
The constructs for evaluative judgments that we used were perceived ease of use and perceived usefulness (Davis, 1989) . We used ordinary least squares regression to test our theory that different mental processes are at work in individuals who make an evaluation about one system than in individuals who evaluate two systems. In this case, the evaluative judgments are perceived ease of use and perceived usefulness. We hypothesized that A` and B` will be significantly different than zero for each of these three evaluative judgments. The results of this analysis are displayed below in Table 1 . Overall the table supports the notion that different mental organs are engaged when making take-it-or-leave-it decisions than are engaged when making choices among alternatives. Moreover, the data support the specific notion that the relative weighting of negativity and positivity are one of the differences between the two mental organs. However, in one case the effects of negativity became more important when people faced a choice among alternatives and in another case positivity became more important when people faced a choice among alternatives. This suggests that the differences in the mental organs go beyond simply having different relative weighting schemes for positivity and negativity.
